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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO* HARDWARE SYSTEM, GAME CARD OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND 
SAFETY INFORMATION. 

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES. 


AWARNING - Seizures 

* Some people (about 1 Fn 4000) may have seizures or blackouts triggered by light flashes or patterns, 
such as while watching TV or playing video games, even if they have never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition 
should consult a doctor before playing a video game. 

* Parents should watch when their children play video games. Stop playing and consult a doctor if you 
your chiFd have any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 

* To reduce the likelihood of a seizure when playing video gamee: 

1. Sit or aland as far f rom the screen as possible. 

2 . Play video games on the smallest available television screen. 

3. Do not play if you are tired or need sleep. 

4. Play in a well-lit room. 

5 Take a 10 to 15 minute break every hour. 


AWARNING - Radio Frequency Interference 

The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, including 
cardiac pacemakere. 

* Do not operate the Nintendo DS within 9 inches of a pacemaker white using the wireless feature. 

* If you have a pacemaker or other implanted medical device, do not use the wireless feature of the 
Nintendo DS without first consulting your doctor or ttie manufacturer of your medical device. 

* Observe and follow all regulations and rules regarding use of wireless devices in locations such as 
hospitals, airports, and on beard aircraft. Operation in those locations may interfere with or cause 
malfunctions of equipment, with resulting injuries to persons or damage to property 


AWARNING - Repetitive Motion Injuries and Eyestrain 

Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these 
instructions to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

* Avoid excessive ptay. It is recommended that parents monitor their children, for appropriate play. 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* When using the stylus, you do not need to grip it tightly or press it hard against the .screen. Doing so 
may cause fatigue or discomfort, 

* If your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several 
hours before playing again. 

* If you continue to have sore hands, wrists, arms or eyes during or after play, stop playing and see a doctor. 


AWARNING - Battery Leakage 

The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the 
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your 
Nintendo DS. 

If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash thoroughly with soap and 
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with 
water and see a doctor. 

To avoid battery leakage: 

* Do not expose battery to excessive physical shock, vibration, or liquids. 

* Do not disassem ble, attempt to repair or deform the battery, 

* Do not dispose of battery pack in a fire, 

* Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 

■ Do not peel or damage the battery label. 


Important Legal Information 1 

This Nintendo game is not designed for use with any unauthorized device. Use of any such device 
will invalidate your Nintendo product warranty. Copying of any Nintendo game is illegal and is strictly 
prohibited by domestic and international intellectual property laws, "Back-up 71 or 'archival" copies are 
not authorized and are not necessary to protect your software. Violators will be prosecuted. 








The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems r 
accessories , games 
and related 
products. 



THIS GAME CARD WILL WORK 
ONLY WITH THE NINTENDO DS’- 
V1DEO GAME SYSTEM. 



THIS GAME IS COMPATIBLE WITH 
THE RUMBLE PAK ACCESSORY. 


A CAUTION-Stylus Use 

To avoid fatigue and discomfort when using the stylus, do not grip it tightly or press it hard against 
the screen. Keep your fingers, hand, wrist and arm relaxed. Long, steady, gentle strokes work just 
as well as many short, hard strokes. 
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LARA CROFT 



t 


At the age of nine, Lara Croft survived a plane crash 
in the Himalayan Mountains. Following this disaster, 
her molher mysteriously disappeared when Lara's ) 
curiosity resulted in the activation of an ancient 
device In an abandoned Tibetan monastery. 

After miraculously surviving a ten-day solo trek 
l to Kathmandu. I ara spent the rest of her childhood 
& under the close tutelage of her archaeologist 
^ father, Richard Croft, the late Lari of Abblngdon. 
i* • At TH, Lara hi lurk'd the Croft estates 
and became Countess of Abbingdon, 

^ % her father having dled years before. 

The ear! had spent his last years searching 
for the mythical land of Avalon, believing 
that hts wife Amelia had been transported there¬ 
from the Himalayas. Lara did not share his belief— 
until an old friend. Amanda Evert, previously thought 
killed on a dig in Peru, reappeared many years later 
with evidence that changed Lara's mind 


Among her adventures, Lara has faced many dangerous adversaries—but none were 
as implacable or ruthless as lacqutfine Mat la. After hot raying and being imprisoned 
by her peaceful and just co-rulers, this immortal Queen of Atlantis was released 
by chance in a nuclear test. 

She immediately resumed her diabolical quest to usher in the apocalyptic 
Seventh Age—and would have succeeded had she not been entombed beneath 
an Atlantean pyramid after it exploded at the climax of her encounter with Lara. 

Lara Croft has been halted both as an archaeological wunderkind and a glorified 
treasure hunter. Countless rumors surround her exploits, invariably involving 
the unexplained or outright unbelievable. 

Lady Croft herself is rarely available for comment, which further adds to the fog 
of mystery' that surrounds her life and work. Consequently. Lara Croft continues 
to he the focus of wild speculation and intense debate. 

Idealized and vilified in equal measure, she is perhaps one of the most fascinating 
and enigmatic figures of our time. 
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GETTING STARTED 
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4. Touch the TOMB RAIDER: U NDERWORLD icon on the Touch 
Screen. The games Title Screen sequence will appear. 


GAME CONTROLS 


GENERAL CONTROLS 

♦Control Pad • / 0 Move Lara left / right 

l\ Button lump / Pull up from ledge / lump off slope 

+Control Pad # (hold) Crouch 

♦Control Pad #• (hold) + • / 0 Walk left / right while crouched 

Y Button Fire weapon(s) 

A Button Kick 

♦Control Pud 0/ 0 ♦ A Button Forward Roll 

X Button Interact / Action / Saving grab 

R Button Lock aim onto enemy / Cycle aim 

between enemies 

♦Control Pad ♦ +■ R Button Slide attack 

♦Control Pad 0 / # + B Button lump evade 

(while locked on to enemy) 

START Pause Menu to access objectives, etc. 

SELECT Hdp-On-Demand 
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ADVANCED CONTROLS 


■(■Control Pad #/#/#/! 


Lara swims up / down / 
left / right 

Fire spear forward 
Fast J8G C turn 


* When Lara swims underwater without Diving Gear, she uses 
up air and her Breath Meter decreases. If the meter empties 
completely, this directly affects Lara's health leveh she must 
surface for air or risk drown 

SAVING GRAB 

Sometimes Lara may barely make an attempted jump 
and be hanging on perilously by one hand. 

T Tup the X Button to perform a saving grab. 


THE GRAPPLE 

Lara has a grapple and line to hand that she can use to cross 
wide gaps that cannot be jumped. To activate the grapple: 

* lump toward where you want to attach it and press 
the X Button to launch the hook. 

T Swing across (he gap using the +Control Pad • or *. 

T Press the B Button to detach from the grapple while 
swinging forward. 
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WALL CLIMBING 

Lara can wall climb on appropriate vertical surfaces. Keep a lookout 
for climbs ble walls In the adventure. 

T lump onto the wall using the B Button. 

* Climb on the surface using the +Control Pad, 

T Press the +Control Pad # and press the B Burton to release Lara’s grip 
and drop to the ground 

WALL JUMP 

Lam can perform an athletic wall jump when two suitable opposing walls are dose 
enough for her to jump from one to the other. 

T lump toward a wall by pressing the B Button. 

T When Lara connects with the wail, quickly press the B Button. Lara will jump 
back off the wall. 

w Press the B Button repeatedly to have Lara bounce upward between the walls. 

POLE PERCHING 

Lara can also perch on horizontal poles. 

* Press the B Button. Lara will jump and grab the polc. 

T Hold the +ConfroI Pad # and press the B Button to have Lara perch 
on the pole. 

* Press the ^Control Pad ♦ or • and press the B Button to make Lam jump 
from the pole. 
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COMBAT 


Lam-always ha* her trademark dust! pis Lola available 
with unlimited ammo, but she will find other weapons 
' and appropriate ammo in her adventures. These weapons 
will be displayed on the Touch Screen. Select them by touching 
the Touch Screen Icons. 

w Press the R Button to lock onto an enemy. 

* Press the Y Button to fire. 

* Press the L Button to throw a grenade. 

SITUATIONAL ADRENALINE 

At particularly dangerous moments in the adventure, Lam will 
experience a massive adrenaline rush: her vision will distort 
and everything will appear to be happening in slow motion. 
Lara will then have to perform some sort of action to survive 
the danger: for example, shell have to Jump to avoid a lethal 
ohiecl hurtling toward her. Look out for these Situational 
Adrenaline episodes and figure out what to do next. 
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MORE GAME FEATURES 


OBJECTIVES 

In each chapter of the game, a series of objectives is presented as the game 
*J progresses. A Mew Objective set is indicated when I he Square Icon appears 
on the Top Screen. 

^ * Press START and select OBJECTIVES to check on what you have to do 

* When an objective in a chapter is completed, it is checked off on the list. 

CHALLENGES 

Different challenges will be presented that require you to use the Touch Screen 
to perform actions, such as: 

T Manipulating pieces of the environment, 

* Placing keys to unlock passages. 

▼ Removing dirt and debris from ancient objects, 

T Fighting off creatures. 

i 

•j ARTIFACTS 

In many chapters, you can find three hidden Artifacts. TOMB RAIDER: 
j UNDERWORLD has 2^0 Artifacts in alE, 

Select TREASURES in the Main Menu to view the Treasures you’ve found or solved. 
Unlocking Treasure Puzzles also releases Artifacts, 

As you collect additional Artifacts, you will unlock bonus content Extras that are 
shown in the Main Menu {Character / Location Concept Art and Profile). 
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TREASURE CHESTS 


Lara will come across a number of chests in the adventure. 
These contain special Artifacts, but they arc locked. Solving 
ahe puzzle of a Treasure Chest rewards you with the Artifacts 
inside. You do not have to solve the puzzle immediately; chests 
Jean be collected during the adventure and solved later from 
the Main Menu. A Treasure Chest puzzle is shown on the Touch 
Screen and requires you to drag differently shaped puzzle pieces 
using the stylus to fit into a pre-defined shape. 

▼ Touch and slide puzzle pieces into the correct position 
on the Touch Screen, 

* Touch the question mark Leon to view a hint for that puzzle. 

* Temch the circular arrow to r^et the pieces. 

* Press the B Button to exit the puzzle, 

INVENTORY OBJECTS 

Throughout the adventure, Lara can collect inventory objects 
that can be useful to her. For example: oil can he used 
for lighting a flame torch: cogs can be used to repair 
a mechanical puzzle. 

▼ Objects are always used in the chapter they are found in. 


10 


CHECKPOINTS & SAVING 

TOAJb RAlQEfl; UNDERWORLD saves automatically each time Lara passes 
a checkpoint or completes a chapter. This saves the most recent chapter reached 
as well as any Artifacts, Treasures and statistics, but does not save the location 
within the chapter. 

When continuing a saved game or replaying a chapter front the Main Menu. 

Lara starts m the beginning, even if she had passed a checkpoint on a previous 
pfavth rough. 

LEVEL END 

When you reach (he end of a level, you receive a Level Summary showing; 

T Time taken to complete the level 
w Number of enemies killed (if any were presentJ. 
w Lara“s "Deaths. r 

v Ant facts and Treasure Chests found. 

* Details and name of the next chapter. 
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SENIOR PR MANAGER 
tinner Mtwjpin 
PK SPECIALIST 
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ADDITIONAL STORY 

Tlv Fn.x-ni3n Gnxip 


For Kyle 
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Register Online at 

WWW.EIDOTREGIfTRATION.COM 


1 1 1 DOS LIM JT ED WA R R AN T Y 


WARRANTY CLAIMS & PRODUCT SUPPORT 


few uanailv claims and product support, please contact US 
ie iup|K'ri-chdoslinwraoitvc.com Cor wwvweUteslnlerjcllvv.nimi 
c( 1&5CU 421-7670. Cut Customer Service* Deparimeni personnel 
are available between the hours of « ,W a.nt. and 4uW p.m. 
(TAetfk- lum-J Monday I (trough Friday Imteept hcdhlay*), You ore 
nrvfKmsiWe Tor dll coll charge*. Customer Support Represcittallve* 
will mil provide gainr tihlt*. strategies. iV codn. 

To initiate ji wo r rooty return, you will need an RMAf CSrtuni 
Merchandise Authorization^ from- our Cwdbrricf Service 
Lkpirfnreivt. <Any material* not eonuFntfig Jot K,MA# vent in 
EKIlW may be returned unjmiccvud.l In rtiasty fount 

jjid nrptec cim-m of .1 KtfiOfdlsIjE Medium Of Manual isn't the 
best sedutlfiis l« Lite praWemts) you may' be experiencing, or 
rtjrfjftim'ini may not be covered under the foregoing limned 
warranty, Our Customer iervke?. Department personnel tan 
help you determine it reptecemenl is necessary and covered 
under warranty 


In Lite event the Recoidhtg XEcdium or Manual is c or*firmed In be 
rlrfcctiiT jnd repLrcenirni Is subject io the foregoing limited 
warranty, you uriQ need to return. postage prepaid. the Hecowllng 
MedlLirn/MaiLjl loloug with Us packaging, unless Atlvl^ed to 
the contrary bv thlos Customer Sendee depart mem personnel^ 
together with a copy of ivur original sates rvtcrpL Id.riLtl no earlier 
than uO lias’s preceding the date of voui itiuml, and a statement 
limii aining a brief dcscrlpiiofl. of the difficulty you are cwperwnehTg,. 
the applicable EVMf you have been issued. vour first and 1,1*1 
name, return address, email address and phone number to Erdos 
Customer Sterner at the frillpwing address to rtrdw warranty 
peptacernenr; 

Ehkrc Inc. 

R MAn (stole your auLlturijuUrMt number here) 

1 MO Seaport ItoLilev.rrd. Suite- too 
Redwood City. CA mX-J 


EXPLORE EVERYTHING. STOT AT NOTHING. 

UNLOCK EV6RY SECRET! THE liORGEOUS FULL-COLOR foMK RAIDER UNDERWORLD: 
COMPLETE OFFICIAL GUIDE IS THE PERFECT TRAVEl COMPANION FOR EVERY LAST STEP 
OF LARA'S LATEST A OVEN I'URF. CREATE O W l PH EXCLUSIVE CONT (UBUT EONS FROM THE 
CRYSTAL DYNAMICS DEVELOPMENT TEAM AND PACKED WITH STUN Ml NO ARTWORK- FEUS 
GUIDE WILl LEAD YOU THROUGH THE UNDERWORLD SAFELY A NED WITH STYLE. 


VISIT WWW.PIGGYBACKINTERACTIVE.COM 
FOR FREE SAMPLE PAGES, 

£ £008 PHWyfHK* Intcrschfue Unttoti. Afl ogTits reserved. PogytsacK is a registered trade mart', of Piggyback Naractws Limited. The Piggybacks 
logo is a trademark of Piggyback Interadiv* LintrlwJ Tomb Raider UVyJei-mCuW T' BtfQS InbjrQctiw) Ltd. 200$. PgWtgberi by BtfliH. tec. Developed 
by Oysigi Dynamics bw. Tomb Haider. Tomb Raldac- Undarworld. Crystal Dynamics, EkfciS and Ihe EelOs logo arb trademarks Of fkJOs 
mterflchve ua. Ail rights msewKi. 


The medium f |.y.. dhsc/Cu midge) on whtcb Jti Lidas game software 
product is rrtlarded rcatne DLsc’t Is hvarrjiitrd to fhc onjpnal 
purehastT uf the product to Iso freo from detects In material* and 
w-L-tkntansblp fnr a period cd niiKty (“Wl day* (rum tbe origbiaf 
dare of pmrebjse. Ef (he Come Oise is found kr he defcciii-c in 
materiois and workmanship ivEihfit 90 days from the date of 
EHirdsase, ndtHi agrees (u feplMo iho Caitre Disc to the original 
pu rriijisuT thereof, frfle of ehatgt. upon receipt of the Game Disc 
and requited proof of purchase, t be foregoluu teploccment remedy 
b the sole and eiedusn e remedy ter breach o( ihe fcttgolrtg liunited 
wananly. and Erdos shall have no UHlgalion to pismdc such 
•emedy (r.e,. Irnr I'oiat Pise rcptacemeiH I With lesfKkT 10 |i) any 
recording medium damaged by abuhr. cntstreatmonl or neglect 
Lr.jfr. cracks, ifrtidttt, iitnuge from applkjlion of chernkalsf. 

'hi any defect artsmg after ninety ITOl day* from the original date 
ol purchase of the corresponding product or [list (n msianceS where 
rhr origlmtl puidurKi cannot produce a ccpyul ihc original sales 
receipt d<iled no earlier than <N.1 iLn^s precedi ng the dare of return. 


this limited warranly is in Hen of all orher wuranltes, ivJtcihet 
oral or ivrillcn. e-xpnrss or implied, indudling. i^ithcHtf llmltelmn. 
any warranty of mcrchafiTablllty or fitness for a particular purpose, 
and no suiter representation of any nalurr shall be binding on or 
oHigarc Eldos. rt any such warrarlies ore inciijwhk of oxduslao, 
then such warranties applk.iWe loan Eido* ncrflwAW ptoducr are 
limited lo the 90 doy periotf desCtlMJ aboee. En no event wil 
Eados be liable ter anv special, iHuduiLLil or con section rial 
damages resulting from possvssJon. use or malfunction of an tiefo* 
software product, including damage lo pnopcity, and (o the estert! 
per mined Iry law, damage* ter personal injury, even wkfl ridcn. 
has been adi‘ls«t of the possiNflty of such damages. Some 
lurlsdiction* do not Mow limltarl.m as 10 how I rang an impltcd 
Warranty tests and ‘nr exclusions nr linblljJk'rl of I IKtdent.il or 
cmtsEqueniial damages so the above limllafion and’or exclusion of 
ElaKiliiy may noL apply to you, Fn such luTtsdktkm*, FldoV HaWHly 
shall k flmircd lo rhe fullesl e.slent permU ted by tew, 




